



















Mode Selection/Game Modes 

At the Title screen, press the Start button to display the Mode Selection screen. Indicate the desired 
mode using the directional buttons and select it with the © button. The ® button cancels the selec¬ 
tion. 


Exhibition 




Modes 


pate in the same game, 

NewSeas 0 ^^ 

Begin a new r^S||^HS||®|iip'h 50 ga 


loice. With the Multi-Tap, as many as 8 players can partici- 


Begin a new regular 
playoffs. Thegteam 1 
With the Mull Tap, 


NBA Playoff 

In this tournament 
favorite team an|| 

NBA AII-8taj 

Choose eithe&thel 




mmm 


ph 50 gameTpe played to determine which teams advance to the 
through the playoffs and wins the NBA Finals is the world champion, 
slayers can participate in the same game. 


hlhated and winners advance to successive rounds. Select your 
mate- With the Multi-Tap, as many as 8 players can participate. 


fsalfe 


jfe Westerr|i|p;j(|fence, as the top players from both conferences clash, 
fected at rahctoraiinless you manually choose the players. 


inue 


;:|||pnue playing a game that has been saved. f&£;p| 
Tpjfored. (See Load Game/Setting Data on page$J 


final game settings of the saved game will be 


Settings 

Here, you can customize play by changing the various game settings. s |||Jii|; ; 

3-Point Shootout 

Choose your favorite player and compete in the 3-point shootout. With the Multi-Tap, as n|Jpy as 8 
players can compete simultaneously. §§f 


Dunk Contest 

Choose your favorite player and compete in the dunk contest. With the MuJjpgJ^ as/irpiy as 8 players 
can compete simultaneously. 


Mode Select 













Tip-Off Menu 

Tip-off: Start the game 

Substitution: advance to Player Substitute screen 
Strategy: advance to Strategy Options screen (See pages 19 and 20) 
Control Config: advance to Controller Options screen 
Game Options: advance to Game Options screen 


Memory 

With a Memoi; 
- Preferences;:';! 
Game data fm 


J8SI 


■1 


and load tl 



Mowing data. 


NBA Playoffs, and NBA Finals 


Load GaWwill 

1. Indicate the desire#] 

2. Select the desired fit 


WSswk- 


^^gMw as ing the left/right directional buttons and press the © button, 
irectional buttons and press the © button. 


Save Gam e/Seftio^ Dafa 1 j§l|. 

1.1ndicate slot^ffigitjhe left/right directional buttons and press the © button. 

up/do«Bi« jjtional buttons and press the © button. 
in slots and 2-A, when using a Multi-Tap). 

jjjW^jpwing are the number of blocks on a f^jjbry Card that are necessary for saving various data. 
SBjppSata: 2 blocks 
Ifep ffdata: 3 blocks 

Season data: 6 blocks * |jj| . 


ardsrcan onl\ 


Wm 


Game Controls 



Offense 

D9 Button: Pin Point Passing 

Hold the I2 Button and press the corresponding Button to 
pass to that player. 

DQI Button: call button 
Request a teammate to set a screen. 

Directional Buttons 
Control player movement. 

Left stick 

Control player movement. 

Right stick 
Not used. 

Start Button 

Pause the game 

From the Pause menu the following options are available: 

- Continue play 

- Show instant replay of previous play 

- Substitute a player 

- Change your strategy 

- Take a time out 

- Game option 

- Control config 


- User setup 

- Quit game 

liEfl Button: formation change Button 
While holding down the R2 Button, 
press a desired Button to change the 
team formation. 

ED Button: power button 

Using the power button in various combinations 

enables you to execute plays aggressively. 

Dash: ED Button + directional Button 
©Button: action Button 
(§) Button: change players 
Change the player you control. 

© Button: pass 

Pass the ball to a teammate. 

(■> Button: Shoot 
Shoot or rebound the ball. 





























Defense 


(S9 Button: fnstant Defense Button 

Hold the L2 Button and press the corresponding 

Button to control that player. 

flU Button: Call Button 

Double-team an opponent. 

Directional Buttons 
Control player movement. 

Left stick 

Control player movement. 

Right stick 
Not used. 

ED Button: Formation change Button 

While holding down the R2 Button, press a desired 

Button to change the team formation. 

lilrf Button: Power Button 

Using the power Button in various combinations 

enables you to execute plays aggressively. 

power block: liU Button +® Button causes 


the player to attempt an aggressive block without 
concern for fouling. 



Dash: ED Button + directional Button 
Power steal: ED Button + © Button caus¬ 


es a player to 

attempt an aggressive steal without concern for fouling. 
© Button:Action Button 
(§) Button: Change players 
Change the player you control. 

© Button: Steal / Intercept 
Intercept a pass or steal the ball. 

® Button: Block / Rebound 
Block a shot or rebound the ball. 

Start Button 

Pause the game 

From the Pause menu the following options are available: 

- Continue play 

- Show instant replay of previous play 

- Substitute a player 

- Change your strategy 

- Take a time out 

- Take a time out (The time out wilt be called at the begin¬ 
ning of the next offensive possession.) 

- Game option 

- Control config 

- User setup 

- Quit game 


Instant Replay Controls 

© Button: Exit 

4 Directional Button: Rewind to the beginning of the Replay 
4 Directional Button: Play the Replay at normal speed 
^Directional Button: Frame by frame rewind 
^Directional Button: Frame by frame play 
EDButton: Press and hold to switch to Camera Control Mode 
ED Button: Press and hold to switch to Camera Focus Mode 


Basic Play 


Dribbling 

When a player on your team has control of the ball, pressig|the Direc|\on«j 
move in the indicated direction while continuing to dribble ; fc;;ball ■ill: jj 

Jump Ball 1| 

Press the shoot Button with the right timing after the ball has been tosseJ 

Throw-in 4 

Press the Pass Button to throw the ball into the court area. If you fail to pp| 
onds, the ball will automatically be thrown in. 


cause him to 


Ion within 5 sec- 





Free Throws 

Press the ® Button when the yellow shot indicator moves into the light-blue area on the shot gauge 


Qhot olook 


Basket 



Play Techniques 


Dunks 

Shake off the defenders and press the Shoot Button as close to the basket as possible 
® Button 

Alley Oop 

When a teammate is underneath the basket, press the Shoot Button and Pass Button! 
to throw him an alley oop pass. 3 

© Button + ® Button 


pultaneously 


Fade Awa 


vau 

inelm 


When shooting the ball, press the Directional Button in the direction awj 
Directional Button + ® Button m 


Fake 

Quickly tap the shoot Button. 
® Button 


Rebound Dunk 

When a teammate’s shot does not go in, press the Shoot Button while und^||j 
rebound and dunk the ball in one motion. |||jB 

® Button underneath the opponent’s basket 

Double Clutch 

Press the Action Button during a dunk shot or layup. ] 

Button + © Button i " l] | i||| 

Drive In 

When your player has the ball, press the Action Button while holding down the 
the b asket. 

ED Button +® Button 


basket. 


jsket to 


Pin Point Passing 

Pressing and holding the ElButton will cause a Button symbol to be displayed o 
the players. To pass to one of those players, press the appropriate Button. 


lilitton to drive to 











3-Point Shootout 


Controller select 

Select the controllers that will be used for the 3-Point Shootout. 


Player select A 

Select the number of players, which players will participate, and who will control them. 


illllir 

lip 


3-point shootout SHH| 

* j* * ■ 1 * 

Begin the 3-point shootout contest. Players have 60 seconds to shoot 2 >s JalfkSfmoot, wait for the 
yellow shot gauge to come up over the orange gauge and press the scoring in the 

top half advance to the next round. 

* Press the ® Button to simulate the computer controlleM^gyers 


Remaining tirne._ 

Shots made 


Basket 

\ 


















Dunk Contest 


Controller select 


Select the controllers that will be used for the Dunk Contest. 


Plauer select 

Hi 

Select the number of players (2-jg). which players will participate, and who will control them. 


Dunk conte; 

A 

Each player perforr 
played. Try to 
given, enter thifp, 
scoring in the _ op 

* Press the © Butt 




§|||M, select the level of difficulty. A command sequence will be dis- 
iand beforq.tjje display disappears. When the signal to begin is 

dlpemliig on the difficulty of the selected dunk shot Players 
The next rounSi 

the computer controlled players score . 


Command fine 



'Player 


Settings 


Load Setting 

Load previously saved settings. 

Save Setting 

Save any changes made to the settings. 

Reset 

Initialize all settings to their original states. 

Rules 

Change game rules and settings. 

- Home court advantage (on/off) 

- Difficulty (Very Easy to Very Hard) 

- Quarter length (Minutes per quarter) 

- Foul out (Set number of fouls required to foul out) 

- Team foul (Set Maximum number of Team Fouls) 

- Stamina (adjust level) 

- Shoot (adjust level) 

- Injury (on/off) 

- Player lock (on/off) 

- Season schedule (50 or 82 games) 

- Playoff series (Set the number of games) 










Rosie 

Change s 
teams or 



® chznge lineup 


ipPI!., 


[ i w i tw i i ft 'i »»*■ ■ * *«; 




Trade o layer. 


;*?????«}? 


rters, trade players, or create your own original players. You can also vi( 
ayers. J 


r: trade a player t< 
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Mm m r ^ 
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WM cl»»nS8tea* ;i ' : ’f^k««rtpbi)fB« ^^cftsnsestsjs m back 
























iS§8 

”=■=■ I : - 


B'.Ouart 
€@ 5.Pfwen 
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€# L.Lcmgiey 
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Change Number:number. 

Change All-Stai^|i§^|p|^^^pJ|^ipi| H g)r the All-Star team 
Change All-Staililllplj^Bii^ ^P Ali-Sfa»r-l&tting lineup. 


reate Player:;;p||igrinal player. 

Copy playe|||^^|||^|^^|||ting player. 
Create newi||^|Hi|ii|^ii^pJ^player. 
Change numS|i;^^g^||i||p|^|lpey number, 

... '' .At 





p ; ayers shape? 





Formations 


Ensure that the play develops according to your strategy by effectively using the formation j 
select from a variety of offensive or defensive patterns. 

Offense jf 

Box Offense Jf 

This basic formation begins in a fixed pattern. Screens are set to free a player up for a;itSfs. 
Sideline Offense jjpf 

In this offense, the ball is passed around on the perimeter until a player ha^ 5 j^^jto tak 

This offense begins with a player set up at the high post. 

A formation intended to get a shooter a 3-point shot opportunity. TheBfi|i::tJ^^ttrounc 
the 3-point line and waits for a pass. Mr* 

Players on the inside set screens to free up a player under the"basket '8 H|b 

Players move out of the ball handler’s way, allowing the ball handler to go %j^|^^|^yith < 

One of the above 6 formations is automatically selected based on the con|A8Bi®f 


tton to 


B take an open 


round outside of 


ith an oppos- 































Defense 

Full Court Defense 

An aggressive defense applied over the entire court, creating opportunities for steals and turnovers. 
However, protection under the basket will be weak, should the opposing team break quickly through 
the defense. 

Half Court Defense 

The defense sets up around the basket^pmyiding strong protection and creating easy opportunities for 
rebounds. 

3/4 Court Defense ||| I | 

A formation balanced between se and half court defense. 

Tra p Defense ^ ...i < 

A full court defense ty^^^||p|j|^^|fapping the player with the ball, automatically double- 

f Hn /--ill Di ittnn U ir\ r rirntortinn 1 indor tho K^cl/ot tA/ill 


teaming without th? 
be weak, should tj|f 
Auto Defense 
One of the above .fo 


H^l&press the call Button. However, protection under the basket will 
quickly through the defense. 


Description of abbrevia 

MIN: total minutes played 

PF: personal fouls 

FGM: field goals 

FGA: field goals at{|p|J||;||| 

3FGM: 3-pointJlf 

3FGA: ^p|ip|a|i|j®)ted 



elected based on the point difference. 


iations used during the game 


SSjftpf* 


throws attempted 
pPoffensive rebounds 
I: defensive rebounds 
: rebounds per game 


Sr 


AST: assists 

APG: assists per game 

HI: high score 

W-L: win-loss record 

GB: games back of division leader 

PF: personal fouls 

FPG: fouls per game 

DQ: number of disqualifications (ejections) 
STL: steals 
SPG: steals per game 
BLK: blocked shots 
IPG: blocked shots per game 
<fP: turnovers 
•'Sf^total points 
ii^j^f^erage points per game 

PPgPpoints p er gamc 

MPG: minutes played per game 


Timeouts 

When substituting players, the changes take effect when play resumes after a timejyt^TJmeputs also 
allow the players to recover some of their stamina. In regulation time, each team c|j|i||J|jl||tal of 7 
timeouts. However, a team can take only 4 timeouts in the fourth quarter. In overtifiejp|,!f§l||; each 
team can take a total of 3 timeouts, regardless of whether they had timeouts leftover lt@f§j|nd of reg¬ 
ulation. J w 

* A team cannot call a timeout when playing defense. 


Fouls 




A defensive foul is charged for defending against an offensive player too aggp|ivg(||ff the offensive 
player is in the act of shooting, he is awarded free throws. Offensive fouls ^Bj||fe{fwhen the offen¬ 
sive player is too aggressive. Fouls committed on offense always result in tlftfiffofflig team gaining 


possession of the ball. 

Free Throws 





When a player is fouled during the act of shooting, that plajjlgis awarded free | 

- If the player’s shot at the time of the foul is good, the basl<l^is ; cpWTted:dhd:t| 
one additional shot from the free throw line. 

- If the player’s shot at the time of the foul is not good, the player is awarded tyi 
shot was inside the 3-point tine, or three free throws if the shot was outside tf* 


■ '" 'ij^fshots. 

tepfeyer is awarded 


Fouling out 

Jgg 

A player who is charged with a total of six personal fouls is ejected from the i 
return during that game. The number of fouls can be adjusted from the rules: 


[hrows if the 
I,line. 


is not allowed to 


Pscreen. 




Hints 


Offense 

Do not drive in recklessly. When recklessly running with the ball or driving to the basket, you may 
stumble and have the ball easily stolen from you. Particularly, drives near the basket should only be 
performed when you see an openin^g®;:^,^ 

Use your screens jB BBaBr 

When you want to free yc^etf|t|jfi| : ^J^:reen by pressing the MEM Button. A nearby teammat< 
will set a screen on th@ Dtaver guafdinff you!^allowing you to break free. 


Use the R1 B 

When you find ydijjj 
Your chances ofmak 
Button. Howe^p|M 

Defense 


( .:caU fGfajjpeen by pressing the DO Button. A nearby teammate 
Sjhglpyii[lowing you to break free. 

^|fi|^hgV use + ® Button combination to aim and shoot. 

^ proportion to the time you hold down the Ql 

Folen easUyvUile you are setting up the shot. 




on. By pressing and holding the © Button, your player will auto- 
jjjensive ball carrier. However, failing to cover other players that 
iking free for an easy basket. Also, do not forget that the ® 


|ped up, go immediately for the steal. You have a much 


isket and dunking aggressively, press the ® + E 


Pe'sShifillitfie opponent’s fi|||§an offensive foul will be assessed to the opponent. 




Multi-Player 


It is possible for multiple users to play this game simultaneously, either on the same'feaiSr ^'against 
one another. To do this, you will need separate controllers for each player and a Multi-Tapsjfold sepa¬ 
rately). Four controllers can be connected to each Multi-Tap. Ilf 

Necessary Equipment jff 

2 players: 2 controllers jjfp r 

3-5 players: 1 controller for each player and 1 Multi-Tap 
6-8 players: 1 controller for each player and 2 Multi-Taps 

Connection Method 

* Notes on using the Multi-Tap *1 

When connecting controllers to the Multi-Tap, always connf§fg| con£rb|er|i|Ji^pr port i-A on the 
Multi-Tap first, before connecting controllers to controller ports i-B, 1-C, or i-D, ttisfiighly recommend¬ 
ed that you only use controllers that come included with the Plfl6p^on%^^^|j^ole or approved 
controllers. 







